
 

 

Set Up 

Shuffle the cards and deal 2 face up. When the deck is exhausted, shuffle it and reuse it. 

Remove a healing potion and the princess from the treasure. Place the potion in a well on the 

treasure/life tracker. Place the heart marker on the far right heart of the tracker. 

Remove the stairwell and princess room from the tiles. Shuffle the rest of the tiles (ignore “A” and “B” 

on the tiles). Place them face down on the princess tile. Place the stairwell near you, and put your hero 

on it. 

 Object 

You must 1st make your way through the dungeon and unlock the 2 lesser treasure rooms and defeat all 

the monsters within them. You will then be able to unlock the princess room. After fighting all the 

monsters in the princess room, you must drag the helpless princess to the stairwell.  

Moving 

On a move, you may turn over a tile or return to a tile already laid.  You cannot stay on a tile and 

encounter it again the next turn. You must 1st visit another tile. 

Rules for Laying Tiles 

Tile doorways must align and cannot open into a wall. Always leave an exit in the dungeon, other than 

the stairwell, unless you are drawing the last tile. If you cannot place a locked room and leave an exit, 

draw until you can place a tile. Then, shuffle all the tiles but the princess room and place them back in a 

stack.  If the last 2 tiles are a locked room and the princess room, and there is only 1 exit, the 2nd locked 

room won’t be a part of this dungeon. In this case, only one locked room needs to be cleared to open 

the princess room. 

Monster Tile 

 The 1st time you enter the room, roll a yellow die for each white skull and a red for each red.  Place a 

monster for each roll. The monster will either be helmeted or not.  If there is a treasure on the die, also 

blind draw a treasure and place it in the room. If the room shows treasure, draw a treasure for each 

chest shown. 

If you turn over a monster tile, you must enter that room unless it is locked. 



 

 On subsequent visits to a tile, ignore the treasure on the tile and do not draw another.  When landing 

on a tile again, divide the number of monsters in half and round down. This means you will be adding 1 

or no monster to the tile unless you are going back to the princess room. In that case, you will add 2 

monsters. If one of the skulls is red, then you will be rolling the red die. Otherwise, you will roll the 

yellow. 

Locked Tiles 

When you place a locked tile, put a lock token on the keyhole until it is unlocked. The door can be 

unlocked by discarding a key.  You may unlock a door without entering the room. This action can only be 

done if there are no monsters in the room you are unlocking from. 

Chasm tile 

You cannot lay the chasm unless 3 tiles, excluding the stairwell, have been laid. The chasm is the source 

of monsters. Always roll a red die when entering the chasm. If you have the rope, and there are no 

monsters in the chasm, leave the rope on the chasm tile. You may now cross. 

The Stairwell 

You may heal fully at the stairwell if you are level 1 or 2, but only if you have already taken at least 2 

points of damage. When you bring the princess to the stairwell, you win. 

Treasure 

The merchants at the stairwell are always happy to sell and trade. They don’t make change 

Rope: 10GP to buy and 5GP in trade. This will get you across the chasm. 

Potion: 10GP to buy and 5GP in trade. Heal fully if no monsters present. Heal 2 HP if in battle. 

Key: 10GP to buy and 5GP in trade. These will open the locked doors. 

Bomb:  5GP to buy and 2GP to trade. These add 3 to your score in battle. 

When you use gold, bombs, or potions, put them back in the draw pile. If you trade any type of treasure, 

put it back in the draw pile. 

You may carry 3 treasures until you rescue the princess. You must then fill a treasure well with her. This 

limits you to 2 treasures. She knows nothing of combat, and will subtract 1 from your score. 

Gold is not stored in the treasure holds, and you may carry as much as you can plunder. 

When a room is cleared of monsters, you may pick up any treasure you have room for. You may also 

drop any treasure but the princess. 

 



 

Battle 

A score of 4 or better beats a monster. If the monster has a helmet, subtract 1 from your score. Fight the 

helmeted monsters 1st. To begin the battle, roll the monster’s technique die. You may want to select a 

card to use that is face up if the middle symbol matches the monster’s technique die symbol. Add the 

number by the symbol to your score. You may also turn over a card to use, but you will be committed to 

it. If the symbol on the bottom of the card matches the monster’s symbol, subtract that number from 

your score. If the die matches the top symbol, there is no change to the score. Roll the numbered die. 1 

is an instant loss, and 6 is an instant win. If you did not roll a 1 or 6, add or subtract the amount on the 

card if using a card. Subtract 1 if the monster has a helmet. Subtract 1 if you have the princess. If using a 

bomb, add 3. If your score is 4 or more, remove the monster and gain 1 experience point. Discard the 

card if used. Replenish your cards to the number of your level + 1 after all monsters on the tile are 

defeated. 

  

Retreat! 

You may only retreat to the room you just came from. All monsters left undefeated remain. When 

entering the room again, add monsters and treasure as you would on a subsequent visit. Retreating to 

an empty room or the stairwell is acceptable. 

 Levels 

When you get 10 experience points, level up 1. You will be fully healed even if still in a battle. When the 

battle is over, you will increase the number of cards you can hold by 1.  Always deal 1 more card than 

your level. You cannot go past level 5. 


